Ars Magica Mods.
Setting

Culture

· Secrecy and Silence. The Order of Hermes is not a secretive body. People know about it, or about something very much like it. Wizards are frequently very open about their being Wizards, there is no masquerade amongst the Order. Furthermore most temporal authorities will know a lot about the order, usually enough to know that it is global (more or less), powerful and has particular rules about Not Getting Involved. The Church tolerates the Order the same way they tolerate most things that they couldn’t be sure of actually beating in a straight fight. Furthermore the Church is fully aware that there is a difference between Hermetic Magic and Infernalism, and knows of the hard line that the Order takes about trafficking with demons.

· The IC Weenie Effect. Credit for the term “IC Weenie Effect” goes to Lex Kennedy. The rule is this. Hermetic Magi are not all obsessive monomaniacs. Just because there are real and distinct benefits to spending all day every day reading dry dusty books (or, more usually, the same dry dusty book over and over again) does not mean that Hermetic Magi can stand it any more than you or I could. This is even more true of apprentices who are, after all very young. Similarly while Hermetic Magi tend to be smarter than average they do not all have Int +3 to +5. Think of Hermetic Magi as equivalent to university students. I’m sure we can all think of people, even at Oxford, who have an Int below +3. To put it another way, just because something gives you a bonus on your casting total that does not mean you have a de facto IC rationale to do it.

· A Boy Until the Age of Seven. Apprentices are rarely taken below the age of 8. This means they have spent their seven formative years not being Hermetic Magi. Furthermore, since there is little way of telling who the Gift will fall upon and covenfolk only make up a tiny proportion of the population of Europe, most Magi will have been raised by mundanes. As a result a lot of magi are Christian, a lot of Magi are down to earth and practical, and a lot of magi have interests outside the covenant (of course it also means that a lot of magi spend their lives swearing they will never touch a plough ever again, or concocting vicious spells to screw over their childhood tormentors). Either way, although you spend almost twice as long in Hermetic training than you do as a child, your childhood does affect you.

· Magi and the Feudal System. In Mythic Europe™ people know about Magi, and they know about the rules Magi follow. A covenant costs an awful lot to run, and one of the ways these costs are covered is by the Magi setting themselves up as effective feudal lords. This is accepted, reasonably common practice and those who do object do not object too loudly. Magi cannot just march onto the lands of a Noble and take them off him (that would, after all, be interfering in a big way) but there are places all over Europe that are considered owned by one covenant or another. This is less of an option for new covenants, as somebody, either a mundane Lord or a Hermetic Covenant, owns most land in 1220.

· Demeaning the Order. It is often assumed that The Order considers Magi to be a superior order of beings to Mundanes. This is not the case in my interpretation. There are strong factions within the order who hold that opinion certainly, but it is far from established doctrine. In particular it is accepted by pretty much everybody that mundane nobility have their position sanctioned by God, and that they are therefore worthy of respect.

· Property. An important upshot of Magi actually being a part of the world and having some respect for its institutions is that the much vaunted “all vis is property of the order of Hermes” ruling never went through. Part of this is due to the nature of vis (see below). Vis is the property of whoever owns it. It really is that simple.

Magic – the Metaphysics

· The Limit of Essential Nature. This is one of the trickiest aspects of Hermetic Magic. Technically speaking isn’t it part of the essential nature of a man to be human, so turning them into a pig should violate the limit of Essential Nature. You also shouldn’t be able to make fire burn cold. In addition to the effects already proscribed against in the core rules (removing Twilight, reversing natural ageing, altering supernatural auras) Hermetic Magic cannot alter people’s personality traits, it cannot create or destroy vis (although it can use it up – see below for more about vis), it cannot affect any “True” virtue (True Faith, True Love etc). It cannot, through Muto effects, make fire cool, water dry or serpents trustworthy. It can cause things to act in a manner contrary to their nature by the use of Rego effects (for example you can make a brave man run away by Rego Mentem or Rego Corpus effects but couldn’t make him cowardly with Muto Mentem). However the subject gets a resistance roll against any effect that would prevent them from acting in accordance with their nature (see the mechanics section below). Perdo effects cannot destroy those aspects of a thing essential to that thing (you can’t destroy the heat of a fire or the wetness of water without destroying the rest of it). Creo effects cannot create in a thing attributes that are unnatural to it (so you can’t create a desire to do good in the mind of a Demon).

· The Limit of Arcane Connections. This one is tricky. Basically the limit does apply, but only to a degree. A spell which lights all the candles in a building (say) will work as long as you can see the building, you don’t need to be able to see the candles. To put it another way you can target things inside a structure or boundary with a spell that has target structure or boundary. More specific effects (kill everybody in this city over the age of 40) require finesse rolls.

· Vis. A clarification. Vis is not any one substance; rather it is a classification covering a variety of substances with similar properties. Ignem Vis which takes the form of dragons blood is functionally identical to Ignem Vis which takes the form of rocks from a volcano, but this does not mean that there is some other substance layered on top of the two like magical electrons. The upshot of this is that Gathering the Essence of the Beast does not work. If the blood of a dragon is vis, then you need the blood, you can’t suck out the “visness” from the blood and put it in a tooth.

System

Character Generation

Basically, this works just like normal, with the following exceptions. Firstly, your starting XP is equal to three times your age. This modification is designed to (a) discourage people from always playing obscenely young Magi in order to have long enough to design their longevity potions (b) to stay roughly in line with the experience and advancement sections and (c) to keep Magi and Companions on more equal footing. Secondly a starting character gets 50 levels of spell texts in addition to their 150 levels of ordinary spells. A Stingy Master reduces these 50 levels as usual.

Magic Resistance and Resisting Magic.
Magic resistance comes in two flavours, resisting the spell and resisting the effect.

Resisting the spell is a matter of your old friend magic resistance. mundanes have no magic resistance. Supernatural beings have a resistance equal to their Might. Magi have a resistance equal to five times their Parma Magica plus their form as usual. When resisting a spell you roll a simple die and add your resistance, and if the penetration of the attack beats this number it gets through, if it don’t it don’t. This is all as per 4th edition. It’s when we get to Penetration that it gets messy.

Under my system the penetration is equal to its level. That’s it. There is no penetration skill there is no bonus from having high arts. Furthermore you cannot just “add levels” to penetration, you need to explicitly get them from somewhere. This, incidentally, is why the schism war had such a lot of collateral damage – an Archmagus with a magic resistance of 50-60 needs some serious damage flung at them to touch them at all.

There is one exception to the whole penetration system. A spell specifically designed to affect a magical being or phenomenon does not need to penetrate at all, since it already takes the magical nature of the thing into account. For example a Warding Circle Against Demons does not require penetration to affect Demons (although effectively the need for the spell to beat the subject’s Might works kind of like penetration via the back door). Similarly a Sight of the Active Magics will not need to penetrate a covenant’s Aegis in order to detect the Aegis.

Resisting the effect works differently from spell to spell so there are no hard and fast rules about how it works. Roughly speaking, a spell can be resisted by a stress roll against an appropriate characteristic or personality trait against a difficulty equal to 6 plus the magnitude of the spell (hence the Clenching Grasp of the Crushed Heart has a resistance roll of 15 – okay technically 6 + 8 is 14 but potato potahtoe). For the purposes of resisting spells True Faith and True Love count as +6 personality traits. If you try to compel a supernatural being to do something which breaks their nature, they get a bonus to their resistance roll equal to the magnitude of their Might. (See Essential Nature above. You can’t make a demon honest, but you can compel it to give you answers with Rego Vim, although this is technically infernalism).

Ranges, Durations, Targets.
There’s a fair few changes here. Firstly, the Bloodline target (equivalent to Structure), Condition duration (equivalent to Permanent) and Symbol range (equivalent to Sight plus 3 magnitudes) have been adopted into Hermetic Magic from fairy magic. They’re cool. I like them. So there. A couple of notes on each.

· Bloodline. Works just like it says. It doesn’t cut across bonds of marriage.

· Condition. Don’t be a tosser with this. “Until I say otherwise” isn’t a viable condition, neither is “until hell freezes over”. Condition duration spells do not require vis or need to be rituals. A condition duration spell can be broken only by a big enough Perdo Vim or by its condition being met.
· Symbol. The rules on Arcane Connections have been dramatically changed, and Symbol range has replaced it. Symbol range magic is really nasty and as such it does have to be Ritual, including the requirement for vis.

The really big change is Arcane Connections. Under my version of the system there is no such thing as “arcane connection range” per se. Rather a spell designed to be cast at Arcane Connection range has an effective range equal to the distance the caster can be from the arcane connection in order to cast the spell. Usually this will be touch range, but it could even be personal if you want a spell that only affects members of your own family. Please note that this means most published Arcane Connection range spells are significantly higher level than they should be.

More About Duration – Cancelling Spells

A spell has a duration set by its duration. However formulaic spells are allowed to have non-standard durations (the Blade of Virulent Flame for example, has an effective duration of “until this blade melts”). It is possible, therefore for a formulaic spell to have such non-standard durations as “until sunset, sunrise or I choose to cancel it”. Spontaneous spells, however, must have a standard duration (including Condition if you’re tough enough to spont that high) so if you want to cancel a spontaneous Sun duration spell you need to cast another spell to undo it.

More About Arcane Connections

Arcane Connections in this setting are a big deal. They allow you to cast spells at distant targets almost trivially, there’s some other stuff you also need to know.

· Penetration. Spells cast at Arcane Connection range have their penetration doubled. Yes this is nasty. This is why you do not give your blood to strangers.

· Destructive Magics. Because a spell cast at Arcane Connection range is effectively being cast on the connection as much as the actual target, destructive magics tend to wreck arcane connections. This winds up as (roughly) a similar spell of one-fifth the magnitude being cast on the connection. Since setting fire to a lock of hair at touch range, or destroying a phial of blood at range reach is often a level 2-3 effect, this means that destructive spells cast through arcane connections usually will wreck the connection.

· What Counts? A lot of “sagas” tend to be a bit free and easy with Arcane Connections, allowing a strand of hair and a few wood shavings to count as an arcane connection. Because under my system Arcane connections are really, really powerful they are correspondingly harder to obtain. The rule of thumb is this – if nobody would notice you taking it, it isn’t an arcane connection. A lock of somebody’s hair or a phial of his or her blood will work, a strand of hair or whatever is left on your knife after a fight won’t. Further, an arcane connection should be recognisably a piece of something, a generic shaving from an object won’t work, a piece of decoration chipped off will. Finally, arcane connections only work if they are appropriate to the spell. If you want to Seven League Stride somewhere then you need an arcane connection to the place, an arcane connection to a thing that happens to be in that place doesn’t cut it (however if there was something in that place that was an arcane connection to you that would work).

· How Long do they Last? An arcane connection will last until it is ruined, or until the subject undergoes a significant enough change. Part of this is just a matter of storage - eventually your phial of blood is going to go manky – however you can get around this, for example if you set a lock of somebody’s hair in crystal it will last essentially forever. Similarly if your arcane connection is somebody’s father’s skull, and your apprentice drops your lectern on it, that connection is pretty much gone. The significant changes aspect is iffier, there is a saying that a man cannot step in the same river twice, for the second time he is not the same man and it is not the same river. If somebody undergoes a major change of heart (particularly if it involves gaining Virtues or Flaws), or undergoes any kind of intense personal experience (going off on crusade, falling into Twilight, and so on and so forth) it is possible that arcane connections to “who they were” will break, particularly if it is a trivial thing like hair, or a personal artefact that would have lost its importance to them. The strongest Arcane Connections tend to be family. They’re always your family whatever happens, and they tend not to go off.

· Special Cases. Two specific spells should be mentioned here I think. Firstly Opening the Intangible Tunnel, I’m not going to rejig it to actually fit in with everything, because it’s a general level spell anyway and would need to be completely rethought. At the moment I’m looking at a tunnel that can hold spells of level equal to the level of the tunnel –10 as about right. The second case is Confound the Connection. This spell is not actually designed according to standard R/D/T anyway by the looks of things, and because it’s really very useful I’m (a) keeping it at level 25 and (b) pointing out that you’re also asking for a level 5 PeCo effect to be cast on you every time you use it, which at range personal is about two body levels of damage. Note that your magic resistance won’t protect you from this, it’s a side effect of affecting the connection. 

Art Bonuses

All told, Techniques are better than forms. A Muto specialist can turn anything into anything else, can muck about with people’s hearts and bodies and glamour like nobody’s business. An Animal specialist can do stuff to animals. So in an effort to rectify things I’m giving the Forms some plusses too. Please note that the justification behind all of these bonuses is as much “it is in the nature of a … so to be” as “because you’ve learned about that sort of thing”.

· Animal. You add the magnitude of your Animal score to any attempt to deal with animals, handling them, relating to them and so on.

· Aquam. You add your score to your soak against damage from water, and the magnitude of your score to rolls to avoid drowning (and only drowning, it’s not the ability to hold your breath, it’s an affinity for water)

· Corpus. Add the magnitude of your score to your rolls to resist illness

· Herbam. Add the magnitude of your score to rolls involving dealing with plants

· Ignem. Add your score to soak vs. fire.

· Imaginem. The thing about illusions, is that they are just that. Imaginem grants no bonuses.

· Mentem. You know the mind, so you can master your own. Add the magnitude of your Mentem score to any rolls to resist mind-affecting effects.

· Terram. Add your Terram score to your soak against earthquakes, landslides and cave-ins, add the magnitude of your score to rolls to survive being buried.

· Vim. Like Imaginem, this too rarefied to grant a practical bonus, but it does set your maximum vis per season.

The Imaginem Problem

First and foremost, a glamour is not a hologram. An Imaginem effect is a seeming, an image, it is a thing that seems real but is not. In general, an Imaginem effect will affect one to five senses. An illusion will seem completely real to any sense it affects. Furthermore it will seem absolutely internally consistent to those senses. This means that, amongst other things, an illusion that affects touch will seem to bear weight, cut people and so on. An illusion of bright light will blind and of loud noise will deafen. An illusion will only fail at the moment that the distinction between a real (whatever) and not a real (whatever) becomes important. So, for example, an illusionary bridge will seem to bear weight until it becomes absolutely vital that it doesn’t. Usually this point will be when somebody is halfway across it. Similarly Perdo Imaginem effects work the other way around. An invisible thing will look invisible under all circumstances, unless stated otherwise in the original spell description you won’t leave footprints, be shown up by being covered in flour, or anything else.

Experience and Advancement

This is mostly corrections and clarifications, with a couple of new bits thrown in.

· Practice, Exposure et al. Just to get it clear, exposure gives you 2XP but you have to be being really exposed to that thing on a daily basis. Usually this grants XP in casual knowledges, but it can also work for skills you have to develop really, really fast (like combat skills if you’re on campaign). Practice is the one where you roll a simple die and get 1-3XP. Please note two things. Firstly you can only claim practice in one skill per season. Secondly you can only practice a skill you already have. This is particularly important for Concentration, if you have concentration 0 you do not get the concentration practice for studying, and this goes on being the case forever. Finally you have training, which gives you 1 XP, plus 1 if your teacher has a communication score above 1, plus another 1 if you have intelligence above 1. In general you can always claim practice from a season in one thing unless you really did spend it under a rock (in which case you can claim practice in Hide). You can claim practice in a season in which you also claimed exposure, training, or studied from text, or did something useful.

· Session XP. There are none. It’s frankly farcical than you gain 2XP for a days bodding about not doing very much and one XP for 3 months dedicated practice. However you can claim practice at the end of the season in which the adventure takes place.

· Getting Out of Practice. Any year in which you do not practice some of your skills (and note that this is a small-p practice not a capital P Practice) you run the risk of getting rusty. Of the skills you have not practiced, the GM picks the highest and rolls a simple die. If the roll is equal to or less than the level of that skill, you lose an XP from that skill, if the roll is half the level of the skill or less you lose 2XP. 

· Studying from Texts. Basically, all the standard ArsM 4th edition rules apply. However I am adding one little twist, which I am calling the slacker option. If you choose to take the slacker option, then you do not add your concentration to your Study Total, nor do you gain the practice in Concentration. Instead you have the option of taking a season of practice in something else, in whatever you were doing when you should have been studying.

· Studying in the Field. Frankly, the set up of the Order as written always struck me as a bit circular. Magi learn magic by reading books written by magi who learned magic by reading books written by… you get the picture. So I’m putting in the option to study magic at source. In the field as it were. To study in the field, you need to find a suitable way of immersing yourself totally in an Art for a whole season. Just keeping bunnies to learn Animal doesn’t cut it, but turning yourself into a bunny and living in a warren for a season would. This works just like studying from any other source with a couple of exceptions. Firstly, your study total is given by Perception + Awareness + Aura – 5. Secondly you need to make a Stamina + Survival roll of 6 (or 9 depending on how extreme you’re being). Failure means something bad happens, you waste the season and quite probably suffer some kind of injury. A botch indicates a serious accident, and a multiple botch could well indicate death.

Ageing and Longevity Potions

I’ve actually bowed on this one. Ageing is pretty nasty already. However I intend to be pretty damn brutal about Decrepitude gain for injury…

Quick Potions

IMO it takes far too long to make potions. So there’s this alternative option. You can make a potion or batch thereof in one day, but there are two costs. Firstly you can only work with half your lab total, just like casting a spontaneous spell. Secondly a potion must be drunk immediately (that is to say it lasts for momentary duration). Should you want to have a potion you can carry about you can increase the magnitude of the effect to lengthen the “duration” of the potion. So one that lasts for duration diameter before going off can be created at the cost of +5 to the level of the spell, and so on. Hedge Wizards, that is to say Alchemists and Herbalists, do not need to halve their lab totals, they’re only dealing with Int + Skill + Bonuses anyway.
Apprentices

I’ve done the maths, and Hanbury is broadly right. Apprentices do wind up significantly more powerful than starting characters if you assume that they read books as well as getting taught stuff. As a result I thought it best to lay out a core curriculum for a Hermetic Apprentice, along with some notes about what you can and can’t teach them and when.

· Speak Latin. The first thing an apprentice needs to know is Latin. Until an apprentice has at least level 3 in Speak Latin he cannot learn anything else. Of course you could teach in the vernacular, but that would be unthinkable to most Magi.

· Scribe Latin. If your apprentice does want to read books on their day off they will need at least one level of Scribe Latin, otherwise they’re illiterate.

· Magic Theory. The next step is Magic Theory. You can’t actually teach your apprentice Arts until they have at least 3 levels of magic theory. They also make a less good lab assistant.

· Foundation Courses. An Apprentice doesn’t start their training with a level 0 in every Art, rather they start with no arts whatsoever. Getting them to level 0 in their arts takes time. In particular it takes three seasons (and therefore usually three years) of training to get your apprentice to the point of having a level 0 in all the Arts, teaching roughly five arts each season (how you break it up is up to you). It is your score in these arts at this point which has to be at least 5 to properly train your apprentice. If you train an apprentice with a score of 4 in an art, your Apprentice will have a minor deficiency in that art. If you have a score of only 3 they will have a major deficiency in that art. You really can’t train an apprentice at all in an art you have rated at 2 or less.

· Parma Magica. You are obliged at some point to teach your apprentice the Parma Magica. Note that since this is neither an Art nor a Knowledge you have to rely on the rules for instruction, so you’re teaching at most 3XP per season.

· Organisation Lore (Order of Hermes). You are also under obligation to teach your apprentice at least one season’s worth of the history and purpose of the Order.

· Arts. Finally, once your apprentice has learned to Speak Latin and understands Magic Theory you can begin to teach them the Arts. At this point how you progress is kind of up to you, and the standard rules for teaching magic apply from here on in.

· Spells. Similarly, you probably want to spend some time teaching your apprentice spells. Once again this is all largely up to you.

· Concentration, a note. As noted above, you don’t get XP from practice for a skill you don’t have. It is also worth noting that the odds of an 8-year-old child having a Concentration score are slim to none. So if you do want to treat the skills of your apprentice as a status symbol, and exploit the tremendous increases in concentration you get when studying from books you’re going to have to dedicate a season to teaching your apprentice to concentrate as well.

· Complications. The other thing about the XP rules is that they all make two very, very big assumptions. They assume that somebody who wants to teach is training somebody who wants to learn. Frequently one or both of these assumptions are untrue. If either teacher or pupil is working under duress then, when calculating XP gained from whatever source discount any bonuses that result from the Characteristics of the disinterested party. For example, if a disinterested teacher is teaching a disinterested student through Disputatio then the study total becomes teacher’s Skill + 6 rather than the more usual teacher’s Int + teacher’s Skill+ student’s Int + 6.

· Sadistic Head Games. Along with apathy, the need to get the basics in and everybody working in Latin all the time another major drain on the amount that an apprentice will actually learn in their 15 years is the fact that a lot of “training” particularly amongst houses Criamon, Flambeau and Tytalus involves nothing so much as messing with your apprentice’s heads in order to enlighten, strengthen or just plain annoy them.

Non-Hermetic Magi

Non Hermetic Magi in this setting come in two sorts, broadly definable as the puissant and the pissant. The pissant are hedge mages, that is to say people with one or two vaguely magical virtues (Hex and Second Sight being the most likely). Puissant mages, however, use exactly the same system of magic as the Order of Hermes, they have Arts, use vis and are capable of casting spontaneous spells just like Magi of the Order. Where they differ from Hermetic Magi is that they don’t have the rigorous system of books and labs and magic theory, and they tend to be more specialised. Non-Hermetic magicians usually can’t break the tenets of Hermetic Magic. Note that this version of the system uses none of the rules from Hedge Magic and similar supplements. Frankly I don’t think that more historically accurate forms of magic fit terribly well into the Ars Magica set up, it’s always embarrassing to have six magi look blank while they listen to other magicians talk about summoning spirits and reading portents.

